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WHAT IS 

AUGMENTED REALITY? 



^^^^^ THE - INICIATIVE 




AUGMENTED REALITY IN 

COLOMBIA 



WHAT IS 

AUGMENTED 

REALITY 



We will tell you in a minute, 
but first you can watch this 
video, that should be helpful 
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SOME HISTORY 



Thomas Caudell coined the 
term augmented reality in 
1990, in reference to a 
head-mounted display 



yiugmented reality has its origins 
#las early as the 1950s and has pro- 
gressed with virtual reality since then, 
but its most significant advanced have 
been since the mid 1990s. 



The technology has been around for 
many years, used in CAD programs for 
aircraft assembly and architecture, si- 
mulation, navigation, military, medical 
procedures. Complex tasks including 
assemblyand maintenance can be sim- 
plified to assist in training and product 
prototypes can be mocked up without 
manufacturing. 

Augmented reality has been proven 
very useful on a day to day basis when 
tied with location based technology. 
Several apps are available that will 
show consumers their nearest food 
outlets or subway transport stations 
when they raise the app and view their 
surroundings through the camera. 

Their use in marketing is particularly 
appealing, as not only can additional, 
detailed content be put within a traditio- 
nal 2D advert, the results are interactive, 
cool, engaging and due to the initial no- 
velty - have high viral potential. Consu- 
mers react positively to fun, clever mar- 
keting, and brands become memorable. 



The potential audience varies 
depending on the application 
of AR. Through a smartphone, 
it is limited to an audience 
with suitable handsets, and 
those willing to download 
an app. With printing a mar- 
ker for use with a webcam, 
it is limited to those willing 
to follow through these 
steps, though often opens 
a wide demographic inclu- 
ding children (printing an 
AR code on a cereal box to 
play a game for instance). 

What is certain is that the 
smartphone population is ri- 
sing, and with this, the level of proces- 
sing power is too. More and more con- 
sumers are carrying phones capable of 
displaying augmented reality, and once 
an app is downloaded and they have 
scanned their first code, they are far 
more receptive to future appearances 
of a code - driven by curiosity. As long 
as the resulting augmented content 
remains engaging and innovative, con- 
sumers will certainly adopt augmented 
reality as a new and fun twist to conven- 
tional marketing and services. 





The process of superimposing digitally 
rendered images onto our real-world su- 
rroundings, giving a sense of an illusion 
or virtual reality. Recent developments 
have made this technology accessible 
usinga smartphone. 



Augmented reality is hidden content, 
most commonly hidden behind marker 
images, that can be included in printed 
and film media, as long as the marker is 
displayed for a suitable length of time, 
in a steady position for an application to 
identify and analyze it. Depending on the 
content, the marker may have to remain 
visible. 

It is used more recently by advertisers 
where it popular to create a 3D render of 
a product, such as a car, or football boot, 
and trigger this as an overlay to a marker. 
This allows the consumer to see a 360 de- 
gree image (more or less, sometimes the 
base of the item can be tricky to view) of 



the product. Depending on the quality 
of the augmentation, this can go as far 
as indicating the approximate size of the 
item, and allow the consumer to 'wear' 
the item, as viewed through their phone. 
Alternative setups include printing out a 
marker and holding it before a webcam 
attached to a computer. The image of 
the marker and the background as seen 
by the webcam is shown on screen, ena- 
bling the consumer to place the marker 
on places such as the forehead (to create 
a mask) or move the marker to control a 
character in a game. 

In some cases, a marker is not required at 
all to display augmented reality. 
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Using a mobile application, a mobile 
phones camera identifies and inter- 
prets a marker, ofl:en a black and white 
barcode image. The sofl:ware analyses 
the marker and creates a virtual image 
overlay on the mobile phones screen, 
tied to the position of the camera. This 
means the app works with the camera 
to interpret the angles and distance the 
mobile phone is away from the marker. 



Due to the number of calculations a 
phone must do to render the image 
or model over the marker, often only 
smartphones are capable of supporting 
augmented reality with any success. 
Phones need a camera, and if the data 
for the AR is not stored within the app, 
a good 3G Internet connection 





eZOO BRINGS US TO 
THE REAL BEHAVIOR 

OF ANIMALS 

MAIN OBJECTIVES 

Formats 




AUGMENTED REALITY 

augmented reality 



I AM 



augmented reality 

AUGMENTED REALITY 

AUGMENTED REALITY 

IN FAVOR OF 

FREEDOM 
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PROTECTION OF 

biodiversity 

International knowledge network 
for the protection of ecosystems 
and species, especially those that 
are endangered. 





ANIMALS 



School curriculum from 
elementary through college. 



ETHICAL ALTERNATIVE 
TO KEEPING ANIMALS 

in captivity 



A new way to learn about the 
animals through their actual 
behavior, which replaces the 
traditional zoo. 




WHICH IS THE 

EZOO PROJECT? 



This is a completely virtual zoo 
without the physical presence of 
animals, but an animal-oriented 
theme. We talk mainly of a 
theme park technology, virtual 
reality, projection, surround, 
animatronics (robots made from 
animals), augmented reality, 
cinemas, IMAX, etc. technologies 



that will be renewed to remain at 
the forefront. 

EZOO The basic principle is 
education and social awareness, 
science and conservation of 
animal species in nature. These 
are the elements that make this 
project distinctive, unique and 
unprecedentedly to date. 






UJONLINE 

KNOWLEDGE 
SHARING 
NETWORK 

^around the 
Oglobe 
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EVELOPMENT AREA 

"It is the technological 
evolution that has 
made possible this 
ethical revolution. 
The revolution of the 
evolution has arrived! It 
is called eZOO" 




"The contents serve to 
train, inform cind entertain. 
They will go through 
scientific and ethical 
committees filters, since 
they are the cornerstone of 
the project" 

CONTENT AREA 

olmogaraa 




"Today there are enough 
audiovisual technologies in 
the market to carry out a 
project like this" 
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TECHNOLOGICAL "D 



THEME PARK FOR 
OBSERVING AND 
LEARNING ABOUT 
ANIMALS 
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3. Augmented reality in 

COLOMBIA 




A NEW ALTERNATIVE 

OF GRAPHIC DESIGN 
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In+egrci+ed ay\\ca\\or\ 
in COMPANIES ^nd 

UNIVERSITIES 

In+erview in +he 

UNIVERSITY 

LOS LIBERTADORES 



iNrE(^i^ArEP APLiCArioN iN 



COMPANIES & UNIVERSITIES 
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Augmented reality 
show made in 
order to showthei 
advantages and 
quality of HDTV 
Movistar. 



Myths and legends 
from the oral tra- 
dition and rescue 
incentivized through 
technology with 
SENA apprentices. 
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The virtual tester 
allows you to test 
the latest fashion 
garments without 
having to go to the 
store. 
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Digital book 
offers several 
interactive 
activities with 
augmented 
reality as a 
learning tool 
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Home augmented rea- 
lity that allows you to 
seethe models talkin 



and moving with you. 



With business customers 
in Colombia, 3D render 
housing project presented. 




A NEW ALTERNATIVE FOR tHE STUPENtS 



OF GRAPHIC DESIGN 



At present this technology offers many new 
possibilities for interaction, which make se- 
veral markets in graphic design is present in 
many and that is why in education has great 
potential especially for the motivation that 
can generate in the students of the Fundacion 
Universitaria los Libertadores 

Today, augmented reality isan issuethatat- 
tracts the enthusiasm of the students that are 
associated with innovation, new technologies 
and media in BWvogota sector, particularly 
students of graphic design at the Fundacion 
Universitaria los Libertadores. But what lies 
behind this enthusiasm? Can the augmented 
reality to help improve how to use and offer 
a new alternative to visual communication in 
the world of graphic design in particular? Aug- 
mented reality if it can think like a new oppor- 
tunity to communicate and interact, can help 
understand the change from a rich as the key 



to success in the not too distant future for 
students of graphic design perspective, see- 
king to introduce augmented reality their 
professional field. 

Augmented reality will discover various 
facets of graphic design students of the Fun- 
dacion Universitaria los Libertadores, who 
will get if they choose to apply this new al- 
ternative, a competitive advantage that will 
help create stronger bonds with their custo- 
mers through technology, where the concept 
will focus on the possibility of providing the 
world information in a graphical and inno- 
vative way. But today augmented reality is 
still being implemented for students; on the 
other hand there are some students who see 
no need to undertake training in the use of 
this new knowledge, because they think that 
the high cost of this type of technology does 
not allow accessibility to everyone. 




How did you hear of augmented reality? 
The university influenced regarding their 
l<nowledge? 

"See where there are objects such as 
screens on any wall and all those kinds 
of things caught my attention. I started 
researching on my part, because the uni- 
versity does not give us right now about 
support this technology". 



How Augmented Reality worl<? 

"Used in an imaginary plane where the- 
re are figures, the three dimensions are 
handled and takes as a reference point or 
a character image depending on the angle 
you have image from the camera". 



Why you thinl< people should know about 
augmented reality? 

"Because these new technologies come 
and people's lives will change. It would be 
nice to have some tics augmented reality". 



Meet the QR code system? 

"I have heard of the QR in college and I've 
even seen some students use it, but I've 
never used. I am that with the pin and An- 
droid reader works but has never caught 
my attention". 



In a survey of 50 students at the University Libertadores graphic design program, in 
which I wondered if they l<new the new augmented reality technology, the answer was: 



75% 



of respondents do not know that is augmented reality and have not resear- 
ched this application. 



25% 



o of respondents know that is augmented reality but not yet used. 




Fundaci6n Univhrsitaria 

Los LlBERTADORES 



